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ls The following items are included with Tek War: 
oN One (1) TekWar CD-ROM 

| One (1) Manual 

One (1) Registration Card 





Computer: IBM 486/ DX50 Mhz; MS- 
DOS version 5.0 or higher with a 2X 
speed CD-ROM. (Pentium Recom- 
mended for SVGA mode) 

Memory: 8 MB RAM 

Video Card: VGA or SVGA 

Hard Drive: minimum of 40 MB. 


“Running the Installation Program: 
To install TekWar on your hard drive: 


1) Insert the CD into your CD-ROM 
drive, and switch to the CD-ROM drive. 


2) Type INSTALL. 

Following the installation, the install 
program takes you directly to TekWar's 
Setup program. 


Keyboard Mapping 
This option allows you to customize the 
controls for TekWar. 


\\ Audio Setup 


configuration program. This program 
allows you to select your audio output 





Installation Instructions 


Inventory: Video Mode 


TekWar supports several video modes. 
NOTE: The 640x480 video mode 
requires a 512 K Vesa compatible video 
card. 


* System Requirements What is a VESA driver and how do I get 
N one? 


VESA is a standard for programming 
SVGA cards. For most systems, it 
requires that a "VESA driver" be loaded 
on your system before using any of the 
high resolution SVGA modes. Each 
SVGA card requires a custom VESA 
driver which is usually shipped with 
your card. If you do not have a VESA 
driver for your video card, refer to your 
computer's owners manual or video card 
manual. 


Communications 


TekWar supports one active, 2-16 
player game on a LAN, and one head to 
head modem game at 9600 baud rate or 
better. An IPX or compatible network 
driver 1s required for the network game. 
For instructions on setting up both the 
network and the modem games, please 
read the Communications section in 
MANUAL.TXT. 


This option executes the audio Manual 


This option browses the MANUAL.TXT 
file. 


| How do I make TekWar run faster” 


| device and test it for compatibility. 


Sound Notes: 

Select the sound card that is most 
compatible with your own. If you have a 
generic card, select a SoundBlaster 8 bit 
card and move down the list until you 
find a card that does not work. Then go 
back to the previous selection. 
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l) Set your screen resolution to 
320x200. 


2) Minimize screen using the - (minus) 
key while the auto map is off. 


3) Turn off uneeded displays such as the 
health meter or rear view display. 
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A City in Turmoil... 

The year is 2045. The place is the Greater Los Angeles Metro- 
politan Area (GLAMA). The threat: Tek. The most psychoac- 
tive mind alterant ever devised by the human mind is peddled 
daily on the streets of the inner city. This trade resists all 
efforts by the poorly funded local authorities to halt its distri- 
bution, and it brings in enormous wealth for those in control: 
the TekLords. The mafia kingpins of the 21st century, the 
TekLords have divided the city into seven boroughs to mini- 
mize infighting and maximize their profit. 


A New Threat... 

Recently, an informant within the organization of TekLord 
Sonny Hokori, the most powerful TekLord in the city, has 
come forth with a story too frightening to ignore. He swears 


that the TekLords have put aside their differences to increase 


the level of Tek addiction to disastrous proportions. Their 
vehicle: the Matrix. Nicholi Petrovski, a noted cyberbiologist 
and Miyoshi Nakahara, a Nobel prize winning cyberneticist 
have mysteriously disappeared. It is believed that their skills 
are being used by the TekLords to develop a means to dis- 
tribute Tek across the Matrix. This would addict the hundreds 
of thousands of people who use the Matrix in their daily Dusi- 
ness; and once the flow of Tek on the Matrix is stopped, 


these addicts will rely on the TekLord Consortium in the physi- - 


cal world to get their fix. 


Recently Thawed.... 

Who will save the city from this enslavement? You will. An ex- 
cop framed for dealing Tek, you have spent the last five years 
in cryogenic suspension in an orbiting prison platform called 
“the Freezer”. When you return to earth you discover that 
you have been granted a ‘special parole’ on the condition 
that you work for Walter Bascom, head of the Cosmos Detec- 
tive agency. You must investigate the efforts of the TekLords 
to use the Matrix and find a way to stop them. If you succeed, 
thousands of innocents escape the mind-ravaging effects of 
Tek. If you fail, the addiction spreads, but you won't see that 
in the freezer... 















































Game Play 


Once the game has started and you are standing in the sub- 
way, hit the ESC key to bring up the TekWar Menu. 


TekWar Menu 


TEKVAR MENÚ 
NEW FAME 





New Game 


This starts a new game. There are three difficulty levels to 
choose from: 


Easy: 1,000 health and consciousness. 
Medium: 750 health and consciousness. 
Hard: 500 health and consciousness. 


In addition to health and consciousness changes, each in- 
creasing difficulty level contains stronger TekGoons. 





Load Game 
This allows you to load a saved game. There are five game 
slots to choose from. 
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Options 
This brings up the interface options. There are several sub- 
menus here: 


Mouse Sensitivity 


This option allows you to increase or decrease motion sensi- 
tivity of the mouse. 


Sound/Music Volume 


This option allows you to adjust the sound and music vol- 


umes. 


Head Bob On/Off 


This toggles the head bob option, a realistic feature that simu- 


lates perspective in human motion. 


Quit 


This option will allow you to exit the game. You will be 


prompted with “Quit to DOS (Y/N)?” 


Function cys 
Many of the options in the TekWar Menu can be accessed 
through the keyboard function keys. These keys are: 


Fl 








TekWar Online Help 
Save Game 

Load Game 

Quit Game 

Toggle Messages On/Off 
Mouse Sensitivity 

Toggle Monitor Overscan 
Sound and Music Volume 
Screen Brightness 
Mouse Bias 

Joystick Centering 
Screen Capture 
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| 
F5: The Toggle Messages On/Off key only applies to a net- 
| work or modem game. 


F7: Monitor Overscan is a screen effect that indicates you 
f have taken damage or picked up an item. There are two ways 
to display this, a flashing red border effect and a red fading 
palette effect. The F7 key toggles between the two. The red 
fading palette effect slows game play slightly. 





F10: Mouse Bias is the sensitivity of the mouse when using 
the right mouse button for movement. The range of this sen- 
sitivity is from O to 255, with 255 being the least sensitive. 





NH. | F12: The screen capture feature only works in 320x200 reso- 


ill lution. It saves the screen shot as a PCX file in your TekWar 
directory. 
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Matrix Symbols 


Map 


The overhead map is activated by pressing the TAB key. Use 
the plus + and minus - keys to zoom in and out of the map. 


[Azar View Display 
This device allows you to view the area behind you. Activate 
it by pressing the R key. 


MATEC 


While in the Matrix, you are subjected to extreme amounts 
of sensory information. To prevent damage to your nervous 
system, the Matrix Station will revive you when your energy 
gets low. The MATEC, or MAtrix Time Energy Continuum dis- 
play, shows the amount of time/energy remaining before the 
Matrix Station forcibly ejects you. Standard time is 6 min- 
utes, but this decreases with each energy expenditure, and 
can be increased with items found in the Matrix. Activate the 
MATEC by pressing the M key. 


Inventory 
Carried items can be displayed on the right side of the screen. 
To activate the inventory display, press the I key. 


Inventory 
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To change the selected weapon, press the corresponding 
number key: 


Kralov CEG 15 Electro-Stunner 
C & W Model 2040 

Shrike DBK Pistol 

Orlow 34s i 
EMP Anti Android Pistol > 
Force Charge | 
Stun Grenade 

Flamethrower 

Rocket Launcher 


O CON OT N 


Note: You cannot carry both the Flamethrower and the Rocket | 
Launcher. f 
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To draw the selected weapon, press the Left Ctrl key, and to 
put the weapon away press the / key. Note: Drawing a weapon 
has an effect on civilians and attracts the attention of the 
GLA Police Force. 















Aiming Reticule 
A targeting crosshair can be activated by pressing the A key. 


Ammunition/ Recharging 

Many of the weapons in TekWar require ammunition or charg- 
ing. Ammunition can be found in certain city areas and scav- 
enged from TekGoons. To recharge a weapon, find an en- 
ergy outlet and press the SPACEBAR. 





|| Health Meter 
||| You have two values representing your physical condition in 
TekWar: Consciousness and Health. Both enemy attacks and 
falling remove health and consciousness. If your conscious- 
(| mess reaches zero, you are rendered unconscious. If your 
| health reaches zero, you die. Your remaining health can be 
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rt displayed in two ways: marenia at the bottom of the screen, 
or graphically in the Health Meter. The H key toggles Detween 
the two display methods. 





In the Health Meter, there are three colored bars, 
one, a yellow one, and a blue one. They represent: 





Green bar: health 
Yellow bar: consciousness 
Blue bar: ammunition 


Movement 


Walking 
Use the appropriate ARROW keys, the RIGHT MOUSE BUT- 
TON or UP on the joystick. 


Running 
Hold down the SHIFT key while walking, or press BUTTON 1 
on the joystick. 


Strafe 

Strafing is a quick movement to the side. 

To strafe Right: press the . key or CTRL ALT RIGHT ARROW. 
To strafe Left: press the , key or CTRL ALT LEFT ARROW. 


Jump/Crouch 
Jump: press the X key. 
Crouch: press the C key. 


Look Up/ Look Down 
Look Up: press the PAGE UP key 
Look Down : press the PAGE DOWN key 
Center View: press the HOME key 


Open/Use 


To open doors and use various items such as keycards, en- 
ergy outlets and matrix stations, press the SPACEBAR. 
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The Matrix 






The Matrix is a virtual landscape comprised of all networked 
electronic communication systems. Across this abstracted 


" terrain, a digitized humanity flows and conducts daily tasks. 


Individuals and mega-corporations participate side by side in 
a virtual marketplace, trading each and every second the most 
volatile and precious of commodities: information. 





It is here, amidst this chaos of data that the Consortium has 


|| hidden the password to its stronghold. Rather than trust any 


single person with this password, the TekLords split it into 


'| seven pieces and entrusted each piece to a TekLord. To rid 
|| the world of the Tek scourge you must enter the Matrix and 


find all seven pieces of this password. 


Matrix Stations 

To enter the Matrix, you must obtain a unique symbol key 
from a TekLord and activate a Matrix Station. Once you have 
vanquished a TekLord and you have their symbol, sit in the 
Matrix Station and press the SPACEBAR. This will place you in 
a limited level of the Matrix. Within each level lays one piece 
to the Tek Consortium's secret password. Once you have 
assembled all seven pieces, the way to the Tek stronghold 


y will open. 














Weapons 


Sralov CEG-15 Stunner 

| This pistol fires a ball of highly charged particles 
that will short out its targets nervous system 
and render them unconscious for a short pe- 
riod of time. 


C&W Model 2040 

This semiautomatic pistol fires caseless rounds. 
It is the choice weapon of most TekGoons, so 
scavenged clips will serve to reload. 


Shrike DBIS 


This weapon fires energy rounds that expand || 
on impact, violently ripping its target to pieces. | 


This weapon must be recharged at an energy 
outlet. 


Orlow 34s 

An aggressive upgrade from the Shrike DBK, the 
| Orlow 34s is a semiautomatic energy round 
weapon. Like the Shrike, it must be recharged 
at an energy outlet. 


EMP Pistol 


This pistol fires an electromagnetic pulse de- 
signed to stun androids. It must be recharged. 
































Force Charge ol 
A cannister of liquid plastic explosive equipped | 
with a kinetic detonator. This weapon is thrown 
and explodes on impact. 


Stun Grenade | 
This egg-shaped charge blossoms into a field of | 
highly charged particles, stunning all living or- 
ganisms within a fifteen foot radius. 


| Flamethrower AL 
This rifle fires long gouts of a volatile chemical | | 
mixture that bursts into flame on contact with |} 
air. The fluid also has a glutinous consistency, Mt 
| Causing it to stick to its target and inflict horren- |: 
dous burn damage. This weapon requires fuel || 
canisters to reload. 


| Rocket Launcher 
This shoulder-mounted weapon fires short range | 
rockets that explode on impact, obliterating its 
| target and much of the surrounding infrastruc- 
| ture as well. Originally designed as heat-seek- 
ers for aircraft, the targeting acuity of these rock- 
ets has been increased to track a human target. 
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Characters and Enemies 


Civilians 





Though accustomed to living in a dangerous world of urban 
violence, the hardened citizens of GLA want only to stay 
clear of all TekLord-Police altercations and continue their 
business with some feigned degree of normality. 


Cops 








hopelessly outmanned and utterly outgunned. Seeing their 
uniformed comrades shot down day after day in the line of 
duty has embittered them and instilled within them a deep 
hatred for Tek, the Tek Lords, and especially those ‘Roque’ 


- cops that leave to work for the Consortium. 


è Kamikaze Androids 


These mechanized assassins home in on their programmed 
targets and attempt to touch them. Their tactile detonators 
cause them to explode on contact. These androids can ap- 
pear as Civilians, Cops or TekGoons, and are notoriously dif- 
ficult to damage with conventional weaponry. 













Losing the war against Tek, the GLA Police Force finds itself 


Ea 





The wealth and power of the Tek Consortium allows it to hire 
agents superior to the GLA Police Force in both armament 
and number. These loyal soldiers serve as the arms of the 
“| TekLords, doing the ‘dirty work’ associated with organized 
4| Crime. They carry a varied assortment of weapons and quises, 
| allowing them to infiltrate all aspects of city life and quickly | 
||| terminate any threats to the boroughs. 


je The TekGoons are ruthless; their willingness to fire on civil- 
ians has numbed the populace of GLA into submission, and 

‘ detracted much support for the local authorities. As a re- 
|| sult., the average citizen relies on TekGoon favor as much as 
/| the GLAPD to stay out of harm’s way. 
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O | | Tek Lords 


The real power in GLA, these local warlords control the distri- 
bution of Tek, the most addictive psychoactive drug created. 
As the local authorities fail miserably to slow the trade of 
Tek, the TekLord Consortium increases its area of control 
and makes plans to harness the power of the Matrix to spread 
Tek addiction to the entire world. 












24 Conrad Lowell Dallas Di Marco Miles Connor 





As the most powerful member of the TekLord 
Consortium, Sonny Hokuri is the major force 
behind the plan to distribute Tek through the 
Matrix. 


AEREA 


Software Creations BBS 
Dedicated to the Development & Distribution of GREAT Software 
Member of the Worcester County Sysops Association 


CAPSTONE 
¡The Pinnacle Of Entertainment Software 
Get the newest CAPSTONE games FREE ** File Section 156 ** 


1200/2400 V.42/MNP lines : (508) 365-235 
2400-14.4k HST US Robotics lines : (508) 368-703 
2400-16.8k V.32/V.42bis US Robotics lines : (508) 368-713 
14.4-28.8k V.32/V.42bis/V.fc Hayes Optima lines : (508) 365-9352 
14.4-28.8k V.32/V.42b1s/V.32terbo/V.fc US Robotics lines : (508) 368-3424 


iHome of the Authorsi 
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